‘THE WORKER - VERSION 1.1 
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The half-orc met the mercenary’s gaze without blinking, 
politely giving them permission to check his wagon. 
They rummaged through his crates, as he knew they 
would. All he had to do was hold their attention with his 
meager possessions long enough that they wouldn't 
notice the children sneaking down to the river below. 


Heroes are made, not born. Common folk will have 
spent their lives working rather than training, but that 


makes them no less capable of standing up for what Hit PoINtTs 

matters most. Workers are defined by their background, Hiabice:1d10 per Workeuleve! 

their skills, and their stubbornness in the face of 

insurmountable odds. They take the tools they once Hit Points at 1st Level: 10 + your Constitution modifier 
used to make a meager living, and make them into the 

stuff of legend. Hit Points at Higher Levels: 1d10 (or 6) + your 


Constitution modifier per Worker level after 1st 


PROFICIENCIES 


Armor: Light armor, medium armor 
Weapons: Simple weapons 
Saving Throws: Strength and Dexterity 


Skills: Choose any three skills from Animal Handling, 
Athletics, Insight, Intimidation, Medicine, Nature, 
Perception, Persuasion, and Survival 


EQUIPMENT 


You start with the following equipment, in addition to 
the equipment granted by your background: 


e (a) scale mail or (b) leather armor 

¢ a martial weapon (if proficient) 

e any two simple weapons 

e (a) an explorer’s pack or (b) a burglar’s pack 


HUMBLE BEGINNINGS 


Starting at 1st level, your selected background 
determines what skills you'll need to rely on as you face 
greater challenges. You may select any Humble 
Beginning option that has a prerequisite matching a 
skill you gained proficiency in from your background. 
These are listed at the end of the class description, and 
include the following options: 


e Farmer: Quick with your hands, and used to holding 
unruly animals in place 

e¢ Guard: Keep watch and rely on your trusty polearm 

e Laborer: Brute force and a willingness to knock 
things over 

e Merchant: Your winning smile makes you a 
strangely charming defender 

¢ Seafarer: Skewer anything you’ve managed to catch 
in your nets 

¢ Town priest: Your belief inspires those around you 


Where a Humble Beginnings option requires a saving 
throw, the DC equals 8 + your proficiency bonus + your 
Constitution modifier. Some Humble Beginnings will 
replace Constitution with another ability modifier. 


GRIT 


Starting at 2nd level, you’ve made up your mind about 
what needs doing, and won’t let anything get in your 
way. You have a pool of points called Grit points, 
representing your resolve in the face of insurmountable 
odds. You have a number of points equal to your 
Constitution modifier (minimum of one), and you regain 
all expended points when you finish a short or long rest. 

The available uses for these points are listed below. 
You will gain additional options based on your selected 
Humble Beginning. 


e Unexpected Courage: when you use the attack action 
on your turn, you can expend 1 Grit point to make 
one additional attack as part of the same action. 

¢ Unbroken Resolve: when you are hit by an attack 
roll, you can use your reaction to spend 1 Grit point 
and gain resistance to the damage dealt by that 
attack. 

e Desperate Force: after making an attack roll, but 
before knowing the result, you can expend 1 Grit 
point to gain a bonus to the attack roll equal to your 
Constitution modifier. 


Once you use a Grit option, you cannot use that same 
option again until the start of your next turn. For 
example, Unexpected Courage can only be used to 
make one additional attack per turn. 


GROUNDING 


Also at 2nd level, you find yourself drawing on all kinds 
of skills and experiences from your old life to keep pace 
with the more ‘naturally talented’ adventurers. Choose 
one Grounding option from the list below. After using a 
Grounding option, you cannot use that same option 
again until you finish a short or long rest. 

Where a Grounding option requires a saving throw, 
the DC equals your Humble Beginnings DC. 

You can select an additional Grounding option when 
you reach level 6, level 9, and level 13 in this class. 


Grounding Feature 
A Bit of | Whena creature you can see (and that can hear 
Courtesy you) makes an ability check using Charisma, you 
can use your reaction to give them a bonus to the 
result equal to your Charisma modifier (minimum 
of one). You can use this after they make the roll, 
but before knowing the outcome. 
Common When you make an ability check using Strength or 
Knowledge Dexterity, you can use your reaction to gain a 
bonus to the result equal to your Intelligence 
modifier (minimum of one). You can use this after 
you make the roll, but before knowing the 
outcome. 
Hard When you make a saving throw against being 
Worker exhausted due to overworking yourself, such as 
making a forced march or from not sleeping, you 
can use your reaction to gain a bonus to the result 
equal to your Strength modifier (minimum of 
one). 

Mentor | When a creature you can see (and that can hear 
you) makes an ability check in a skill you have 
proficiency in, you can use your reaction to give 

them a bonus to the result equal to your Wisdom 
modifier (minimum of one). You can use this after 
they make the roll, but before knowing the 
outcome. 
Militia | When you are targeted by a melee weapon attack, 
Training you can use your reaction to add a bonus to your 
AC equal to your Intelligence modifier (minimum 
of one) for that attack. 
Practiced When you make an attack roll with a simple 
Movement weapon, you can use your reaction to add a bonus 
to the result equal to your Wisdom modifier 
(minimum of one). You can use this after you 
make the roll, but before knowing the outcome. 

Sturdy After failing a Constitution saving throw, you can 

use your reaction to add a bonus to the result 
equal to your Strength modifier (minimum of 
one), potentially turning the saving throw into a 
SUCCESS. 
Sure-Footed When making an ability check to navigate difficult 
terrain, such as climbing or swimming, you can 
use your reaction to add a bonus to the result 
equal to your Dexterity modifier (minimum of 
one). You can use this after you make the roll, but 
before knowing the outcome. 
Swift Your movement speed for the rest of the turn 
increases by an amount of feet equal to 5x your 
Dexterity modifier (minimum of one) (no action 
required). 
Team Player When an ally attacks a creature within 5 feet of 
you, you can use your reaction to add a bonus to 
the result of their attack roll equal to your 
Charisma modifier (minimum of one). You can use 
this after they make the roll, but before knowing 
the outcome. 


UNDAUNTED 


Starting at 5th level, when you use an option or feature 
that costs 1 Grit point, you can reduce the cost to 0. 
Once you use this feature, you cannot use it again until 
the start of your next turn. 

The number of times you can use this feature each 
round increases based on your worker level. You can 
use it twice when you reach 11th level, three times 
when you reach 17th level, and four times when you 
reach 20th level. 


— 


FORCE OF WILL 


Starting at 14th level, if a creature you attack would 
resist any of the damage dealt, you can expend 1 Grit 
point to ignore that creature’s resistance to the 
triggering damage types for the next minute. 


HARDENED 


Starting at 15th level, you gain proficiency in 
Constitution saving throws. If you already have this 
proficiency, you instead gain proficiency in Wisdom 
saving throws. 

When you make a saving throw, you can expend 1 
Grit point to make that save with advantage. 


HUMBLE BEGINNINGS 


In order to select a Humble Beginning for your 
subclass, your background must provide one of the 
proficiencies associated with it, as listed below. 


e Farmer: Animal Handling, Medicine, Nature, or 
Survival 

¢ Guard: Athletics, Insight, Intimidation, Investigation, 
or Perception 

e Laborer: Athletics, Stealth, or Intimidation 

¢ Merchant: Deception, Insight, Performance, 
Persuasion, Sleight of Hand, or Vehicles (land) 

¢ Seafarer: Acrobatics, Athletics, or Vehicles (water) 

¢ Town priest: Arcana, History, Medicine, Nature or 
Religion 


FARMER 


You’ve spent more time in the field than in your own 
home, and have the callouses to prove it - a life spent 
mastering the tools of your trade. At this point they 
might as well be an extension of your own arm. 
Chopping firewood, gathering the harvest, guiding your 
flock; tools are useful things, but it'll take more than that 
to use them as weapons. 


A LIFE SPENT TENDING TO THE FIELDS 


Starting at 1st level, certain weapons gain the following 
properties when you wield them. 


HAN DAXES 


Special: tree-felling blows. Attacks with this weapon 
deal an additional 1d6 damage if that enemy has 
already been hit by an attack with a handaxe since the 
start of your turn. 


SICKLES 


Special: reaping swipes. When you take the attack 
action with this weapon in one hand while holding no 
other weapons, you can use a bonus action to make a 
melee attack with this weapon. When making attacks 
against grappled creatures using this weapon, the 
weapon die is treated as 1d8. 


QUARTERSTAFFS 


Special: shepherd’s crook. After making an attack with 
this weapon while holding it in two hands, you can use a 
bonus action to either attempt to grapple an enemy 
within range, or make a melee attack. You do not need a 
free hand to initiate a grapple in this way, though while 
maintaining the grapple you can only use this weapon to 
attack the grappled creature. 


FARMER’S GRIT 


Starting at 3rd level, you gain the following additional 
uses for your Grit points: 


¢ Tough it Out: After using a bonus action to make an 
additional attack (such as with Two Weapon 
Fighting or the special properties for Sickles and 
Quarterstaffs), you can expend 1 grit point to gain 
temporary hit points equal to your Constitution 
modifier that last until the start of your next turn. 

e Get the Job Done: After you hit a creature with a 
handaxe, quarterstaff, or sickle, you can expend 1 
Grit point to force the creature to make a Strength 
saving throw or be knocked prone. 

e Sturdy Footing: When an effect would push you or 
knock you prone, you can use your reaction to 
expend 1 Grit point and ignore that movement. 


COUNTRYMAN’S BUILD 


Starting at 7th level, you have advantage on ability 
checks made using strength. When you engage in two- 
weapon fighting, you can add your ability modifier to the 
damage of the second attack. 

In addition, when you make a Wisdom (Animal 
Handling) or Wisdom (Nature) ability check by 
physically engaging with the situation (such as holding 
an animal in place while calming it down or identifying 
a plant by feeling its texture), you can add your 
Constitution modifier to the result. 


REPURPOSED TOOLS 


Starting at 10th level, certain weapons gain the 
following properties when you wield them in addition to 
existing Special properties. 


HANDAXES 


Special: notch cut. If you use Two Weapon Fighting to 
make an attack using this weapon as a bonus action, the 
attack is treated as a critical hit if it hits a creature that 
has been hit by a handaxe since the start of your turn. 


SICKLES 


Special: harvesting hand. While wielding this weapon in 
one hand while holding no other weapons, you gain a 
bonus to ability checks made to initiate grapples equal 
to your Constitution modifier. 


QUARTERSTAFFS 


Special: leading crook. When you move while a creature 
is grappled using this weapon, your speed is not 
reduced. 


CROFTER’S CLAIM 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


e Creatures you are grappling have disadvantage on 
ability checks made to escape. 

e You can grapple creatures up to two sizes larger 
than you. 

e Ifyou take the attack action while holding weapons 
with the light properties in both hands, you can make 
an additional attack as part of that same action. 


Once you use this feature, you cannot use it again until 
you finish a long rest. 


GUARD 


You’re no soldier or sellsword. Most of your experience 
involved wandering around empty streets while holding 
a lantern. If you were lucky, you instead got to stand 
next to a door inside, using your polearm to lean on as 
you enjoyed the relative warmth. You have far more 
experience watching than fighting. 


A LIFE SPENT STANDING WATCH 


Starting at 1st level, you gain proficiency in Pikes, 
Glaives, and Halberds. 

As a bonus action, you can brace yourself against 
incoming threats. Until the start of your next turn, you 
can take one additional reaction. This additional 
reaction can only be used to take reactions provided by 
Worker features. 

While you are wielding a glaive, halberd, pike, 
quarterstaff, or spear, when another creature enters the 
reach you have with that weapon, you can use your 
reaction to attempt to swipe at their feet. The creature 
must make a Dexterity saving throw or have their 
movement speed halved for the rest of their turn. 


GUARD’S GRIT 


Starting at 3rd level, you gain the following additional 
uses for your Grit points: 


e¢ Dutiful Watch: When a creature within reach of your 
weapon is hit by an attack, you can spend 1 Grit 
point to use your reaction to help intercept the 
attack. Make a damage roll using your weapon and 
reduce the amount of damage the creature takes by 
the result. Note that your damage roll does not deal 
any damage to the enemy. 

e Paranoid Vigilance: When you would be surprised, 
you can expend 1 Grit Point to remove the surprised 
condition. 

e Exceptional Observation: During your turn, you may 
spend 1 Grit Point to gain Blindsight (10 feet) until 
the beginning of your next turn (no action required). 
The range of this Blindsight increases to 15 feet at 
level 10. 


PRACTICED OBSERVER 


Starting at 7th level, you gain proficiency in either 
Perception or Insight (your choice). If you are already 
proficient in that skill, your proficiency bonus with that 
skill is instead doubled for any ability check made using 
that skill. 


KEPT AT ARM’S REACH 


Starting at 10th level, the reach of your martial weapons 
is increased by 5 feet, to a maximum of 15 feet. If you 
have any unused reactions remaining at the start of your 
turn (including during the first round of combat), gain. © 
temporary hit points equal to your Wisdom modifier. 


VETERAN’S TRANCE 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


e Weapons you use have an extra damage die (for 
example, a Pike’s damage die increases from 1d10 
to 2d10). 

e You have advantage on all opportunity attacks. 

e You have advantage on all Wisdom (Perception) and 
Wisdom (Insight) ability checks, and can make ability 
checks to observe your surroundings as a bonus 
action. 


Once you use this feature, you cannot use it again until 
you finish a long rest. 


LABORER 


Week after week, year after year, you carried out back- 
breaking hard labor. When you swing a hammer it 
demonstrates no elegance or cunning, just pure force. 
Your strength is practical and brutally efficient. 


A LIFE SPENT STRIKING WOOD AND STONE 


Starting at 1st level, once per turn when you hit a 
creature with a light hammer or club, you can force the 
creature to make a saving throw against one of the 
following effects: 


e The creature must make a Strength saving throw or 
be knocked prone. 

e The creature must make a Constitution saving throw 
or have disadvantage on the next attack roll it makes 
before the start of your next turn. 


Light hammers and clubs that you wield gain the 
following property: 

Special: brute force. After you hit a creature that is no 
more than one size larger than you, you can push that 
creature 5 feet directly away from you. 


LABORER’S GRIT 


Starting at 3rd level, you gain the following additional 
uses for your Grit points: 


e¢ Iron Muscles: when you hit a creature with a light 
hammer or club, you can choose to expend 1 Grit 
point to treat its weapon dice as d10 for that attack. 

¢ Wild Swing: when you make an attack using a light 
hammer or club, you can choose to expend 1 Grit 
point and make the attack roll with disadvantage. If 
the attack hits, the creature has disadvantage on the 
next Strength or Constitution saving throw it makes 
before the start of your next turn. 

e Unrelenting: after you miss with an attack made 
using a light hammer or club, you can expend 1 Grit 
point to make the damage roll and deal damage to 
the creature equal to half the result. The attack is 
still considered to have missed. 


BUILDING AND BREAKING 


Starting at 7th level, you can construct makeshift 
barriers from almost anything and take them down just 
as quickly. Over the course of 10 minutes you can fortify 
any door or opening to make it impassable by normal 
means. The DC to break down the door increases by 10 
and its hit points (if it has any) are doubled. 

Your attacks made with light hammers and clubs deal 
double damage to objects and structures, and you have 
advantage on ability checks made to destroy objects and 
structures. 


COLLISION COURSE 


Starting at 10th level, when you attempt to move a 
creature into an occupied space, both creatures (or any 
objects) take damage equal to your Strength modifier. 


DEMOLISHER’S RAMPAGE 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


e When you push a creature away from you, you can 


send them flying, moving up to an additional 10 feet. 


If they would move into an occupied space, they 
instead take damage equal to twice your Strength 
modifier. This is in addition to the damage from the 
special property of your light hammer. If it was a 
non-magical large or smaller object in the occupied 
space, that object is destroyed. 

e Any object or structure you destroy creates difficult 
terrain in its place of equal size. You are not slowed 
by any difficult terrain created in this way. 

e Ifyou start your turn with O hit points and are 
unconscious, you gain 1 hit point. 


Once you use this feature, you cannot use it again until 
you finish a long rest. 
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MERCHANT 


Whether you’ve spent your life traveling from town to 
town, or trying to turn a profit in some tiny shop, trade 
has defined your life. Winning over a customer or 
scaring off a would-be thief can often be the difference 
between getting ahead or going bust. Even now, you 
know full well you'll never measure up to the power of 
heroes and casters of legend... but gold has a power all 
of its own. 


A LIFE SPENT BUYING AND SELLING 


Starting at 1st level, you’ve learnt to rely on your silver 
tongue rather than brute force. Your Worker class 
features use your Charisma ability modifier instead of 
Constitution when calculating the save DC. 

In addition, you gain proficiency in Persuasion or 
Insight (your choice). If you are already proficient in that 
skill, your proficiency bonus with that skill is instead 
doubled for any ability check made using that skill. 


CUNNING DEAL 


Also at 1st level, as an action you use every ounce of 
cunning and influence you’ve got to say something 
capable of creating a moment of hesitation. Choose a 
creature you can see within 30 feet of you that can hear 
and and understand you. It must make a Wisdom saving 
throw. On a failed save, the creature takes 1d8 psychic 
damage and has disadvantage on any attack rolls it 
makes against you until the start of your next turn. 


MERCHANT’S GRIT 


Also at 3rd level, you gain the following additional uses 
for your Grit points: 


e Generous Offer: As a bonus action, you can expend 1 
Grit point to give a willing ally with 5 feet of you 
temporary hit points equal to your Charisma 
modifier. 

¢ Broad Consequences: When you force a creature to 
make a saving throw against your ‘Cunning Deal’ 
feature, you can expend 1 Grit Point to target two 
creatures instead of one. 

e Hasty Deal: when a willing ally within 30 feet of you 
would be targeted by an attack roll, you can use your 
reaction to spend 1 Grit point and immediately move 
within range of the attack (without provoking 
opportunity attacks) and force the attack roll to 
target you instead. 


CALLING IN A FAVOUR 


Starting at 7th level, when making an ability check 
using a skill you don’t have proficiency with, but that a 
willing ally within 30 feet has proficiency in, you gain a 
bonus to that ability check equal to your Charisma 
modifier. 


NEGOTIATOR 


Starting at 10th level, after talking to a creature for a 
minute, you can force that creature to make a Wisdom 
saving throw or be charmed for the next ten minutes. 
Creatures remain unaware that you attempted to charm 
them. Creatures that are charmed by you have 
disadvantage the next time they make a saving throw 
against your ‘Cunning Deal’ feature. This then ends the 
charmed condition for them. 

Using Hasty Deal to make yourself the target of 
creature that has been charmed by you causes the 
attack to automatically miss, as though they had rolled a 
1 on their attack roll. 

Once you use this feature, you cannot use it again 
until you finish a long rest. 


TRADER’S DEAL 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


¢ Creatures that fail the saving throw against your 
‘Cunning Deal’ feature are charmed by you until the 
start of your next turn. 

e Any creature that willingly accepts money from you 
is charmed by you for the next ten minutes, or until 
they take any damage. 

e Creatures with temporary hit points provided by 
Merchant features are also considered to be the 
charmer for the purposes of the charmed condition, 
meaning they can’t be attacked or targeted with 
harmful abilities. 


Once you use this feature, you cannot use it again 
until you finish a long rest. 


SEAFARER 


Where others carry weapons, you’re more comfortable 
with nets and fishing gear. You’ve spent more of your 
life on the water than on dry land. No matter how far 
inland you travel, you'll always find yourself swaying 
against imaginary waves; remembering the taste of salty 
air. 


A LIFE SPENT ON WATER 


Starting at 1st level, you gain proficiency with tridents 
and nets. You gain a swim speed equal to half your 
movement speed. You can repair a broken net over the 
course of a short rest, or up to five broken nets over the 
course of a long rest. 

The short and long range of nets you use is increased 
by 10 feet. The DC for the Strength ability check to 
escape a net you’ve thrown is equal to your Humble 
Beginnings save DC, unless it is already higher. 


SEAFARER’S GRIT 


Starting at 3rd level, you gain the following additional 
uses for your Grit points: 


¢ Patient Fisherman: when you hit a creature with an 
opportunity attack, you can expend 1 Grit point to 
attempt to grapple that creature. 

e Practiced Throw: you can expend 1 Grit point to 
throw a net as a bonus action. 

¢ Knocking: when you hit a creature with a Trident or 
Spear, you can expend 1 Grit point to roll one 
additional weapon die and add it to the damage 
dealt. If the attack was a critical hit, roll two 
additional weapon dice instead of one. 


FISHERMAN’S EYE 


Starting at 7th level, tridents and spears that you wield 
gain the following property: 

Special: skewer. Attack rolls made with this weapon 
against restrained creatures score a critical hit on a roll 
of 19 or 20. 


CATCH AND RELEASE 


Starting at 10th level, nets you use gain the following 
benefits: The AC of any net you throw is increased to 20 
until the creature it hits manages to escape or destroy it. 
Nets you throw can be used on creatures that are huge. 

In addition, when you score a critical hit against a 
creature, that creature has disadvantage on Strength 
ability checks and saving throws it makes until the start 
of your turn. 


MARINER’S STAND 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


e When you hit a creature with a net, you can choose 
another creature within 5 feet of them. The second 
creature is also considered trapped within the net. If 
the net is destroyed, both creatures are freed. If one 
creature escapes the net, the other is still considered 
trapped. 

e Any attack you make that hits a restrained creature 
is treated as a critical hit. 

e The weapon die of any trident or spear you attack 
with is treated as ad10. 

e You gain 5 temporary hit points at the end of your 
turn. 


Once you use this feature, you cannot use it again until 
you finish a long rest. 


‘TOWN PRIEST 


Gods give their blessing to a chosen few heroes. You are 


not one of these. You’ve spent your life giving some 
meaning to those around you, patching up those in pain, 
inspiring those in despair, and acting as a mediator in 
times of strife. 


A LIFE SPENT IN PRAYER 


Starting at 1st level, you gain proficiency in Healer’s 
Kits, or another tool of your choice if you are already 
proficient. Select either Wisdom or Intelligence. Your 
Worker class features use the chosen ability modifier 
instead of Constitution when calculating the save DC. 

In addition, your use of medicine brings relief - even if 
you suspect your confident prayers may be little more 
than a placebo. When you use a Healer’s Kit, it restores 
1 hit point and gives the target temporary hit points 
equal to twice your proficiency bonus. These temporary 
hit points last for the next minute. 

Over the course of a long rest, you can mutter a small 
blessing over whatever bits and pieces are available to 
restore all uses to one Healer’s Kit. 


INCITE ZEAL 


Also at Ist level, rather than relying on your own 
attacks, you can instead put your faith in those around 
you. When you would take the attack action, you can 
instead select a creature within 30 feet of you. That 
creature may immediately use their reaction to make an 
attack. 


PRIEST’S GRIT 


Starting at 3rd level, you gain the following additional 
uses for your Grit points: 


e Proselytize: you can use an action to spend 1 Grit 
point as you confidently preach to an enemy creature 
within 30 feet of you. It must make a Wisdom saving 
throw, or become afraid of you until the start of your 
next turn. 

e Reassure: you can use an action to spend 1 Grit 
point as you calmly reassure an ally within 30 feet of 
you. They gain temporary hit points equal to twice 
your proficiency bonus. These temporary hit points 
last for the next minute. In addition, they can repeat 
a saving throw or ability check to end an ongoing 
condition on themself (such as fear, charmed, or 
grappled). 

¢ Inspire: when a creature within 30 feet of you uses 
their reaction to make an attack, you can spend 1 
Grit point to confidently inspire them (no action 
required). That creature may make one additional 
attack as part of the same reaction. 


RENEWED FAITH 


Starting at 7th level, you gain proficiency in Religion. If 
you are already proficient in Religion, your proficiency 
bonus is instead doubled for any ability check made 
using that skill. 

While a creature has temporary hit points from a 
Town Priest feature, that creature has advantage on all 
saving throws or ability checks it makes to end an 
ongoing condition on itself. 


LEAD THE FAITHFUL 


Starting at 10th level, when one or more creatures 
within 30 feet of you (including yourself) make a 
Wisdom, Intelligence, or Charisma saving throw, you 
can use your reaction to expend any number of Grit 
points. Select a number of creatures within range 
making the saving throw equal to the number of 
expended Grit points. Those creatures have advantage 
on the saving throw, as you become a beacon of hope 
and calm resolve. 


DEVOUT’S SERMON 


Starting at 18th level, you can use a bonus action to 
gain the following benefits for the next minute. 


e When a creature making a saving throw receives the 
benefit from your Lead the Faithful feature, that 
creature also gains a bonus to the saving throw equal 
to your proficiency bonus. 

e Proselytize and Reassure can be used as a bonus 
action, rather than an action. 

e Temporary Hit Points provided by your Healer’s Kit 
or Reassure Grit option instead equal four times 
your proficiency bonus. 


Once you use this feature, you cannot use it again until 
you finish a long rest. 
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